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The Laws of the GAME: 


Ad alſo; ſome Rol 8, whereby a Reginnes! may, with 
due Attention to them, attain to the Playing it well, 


ernie, er thor Who will Bett ena Oude on * # 
>*Point of the Scorc of the Game then playing and 


5 cpenaing. — e sss ſtated, to ſnew what may be 
effected by a very good Player, in Critical Parts f 
i} | the Game. Raeexences to Casxs, viz. at N 
=” End of the Rule you are directed how to ſind them 
© ——CaLcuLarIons, directing with moral Certainty,. i 
. how to play well any Hand or Game, by ſhewing . "i 

* Chances of your Partner's having 1, 2, or 3 Ce- 

in Cards, With Variety of Go added in. 

*the Appendix. 
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ADVERTISEMENT. 


As ſome People in particular may be anxious ts 
know, and the Publick in general may be glad 
to be informed, by what Means the following Treatiſe 
came to be uſhered into the World in this Manner, we 
think they cannot be better ſatisfied on this Head, than 
by making publick the following Letter from a Gentle- 
man at Bath to a Friend of his, and hope they will not 
take it amiſs if the Gentlemau's Name is conceal 
fince we are not at Liberty to publiſh it, 7 
em a | 
In an Age where the ignorant and unwary, as well 
as the plain downright honeſt Man of Senſe, are ſo ex- 
poſed to the Tricks of Sharpers of all Denominations, 
from the Counter up to the moſt ſacred and reſpectable 
Offices and Inſtitutions, I thought it would be doing 
no inconſiderable Service to many offay Countrymen, it 
I contributed a little to put them upon their Guard and 
preſerve their Purſes, while they are indulging them - 
{elves in what is elegantly called Killing Time. It were 
indeed to be withed that leſs Time was killed in the 
Manner which has put me upon this Undertaking ;- but 
as the Itch of 3 is likely to prevail as long as we 
pteſerve any ba of what is now-a-days called polite 
Taſte ; and as it ſeems to be an almoſt neceſſary Evil, 
which keeps People of a certain Diſpoſition from em- 
ploying their Time worſe, ſo I hope I ſhall deſerve the 
Thanks of a great many, for having been inſtrumental 
in reſcuing them from the Snares which they are but 
too frequently caught in, by being over- matched in theſe 
ſorts of Amuſements. N 


% 


L myſelf, as you very well know, am one of thoſe un» 
fortunate Beings, that being poſſeſſed of a pretty hand- 


ſome Fortune, and ney a great deal of idle Time up- 
on their Hands, conſtantly 


Gaming. The Game of Whilſt is that which 1 take 
moſt Delight in, and vill of late faueied my ſelf all along 
| I CE er 


ſpend a little Portion of it in 
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pretty good Maſter of it. But, to my Vexarion,, it is 


nr hong ſince I loft a conſiderable Sum of Money one 


Night at ir, and yet could not perceive. that the Cards 
rum extraomdinary croſꝭ againſt. me; ſo that I could nat 
but conclude 1. was beat By ſuperior Skill. This put me 
upon enquiriug into the Cauls for I was very far from 
wmputing my Misfortune to anſuir May; and at laſt I 
found that there was @ Treariſe an che Game of Wbiſt 

lately diſperſed among a few Hauds ar a Guinea Price. 

How to come at one of theſe Books I Knew not; but 
at length I wrote to an Acquaintance of mine in London 
to purchaſe it for me by all Meaus, which he accord - 

ingly did, with no fmall Difficulty. As ſoon as I bad 
perofed it, T fouud I had heratofore been» but a Bungler 


ar this Game, and being thoroughly ſenſible of the Ad 


age which thoſe that ate poſſeſſed of: this Book. have 
ever the innocent Player, I thought I could not oblige 
my Friendy better than by printing a few of them to 
mae Prefents of. Accordingly I applied to a Stat ianer, 
'whio offered to make me a. Preſent of half a Hundred of 
them, provided T would alfow himto print a few more 
for kris own Uſe. This I readily complied with, elge- 
rially in Confideration of the Impoſition and Hardſhip: 
the Publick lay under, firſt, by not being able to get the 
fait Book under a Guinea, and then by its being reſer w- 
ed only in a few Hands, that might make a bad Uſe of 
it: Fot tho a Mau of ſuperior Skill in theſe Amulements;. 
chat takes an Advantage of an ignorant Player, cannot, 
according to the common Acceyration of che be- 
deemed. a Sharper, yet, When he purſues that Advan- 
tage, aſter he has found out the Waaknefs of bis Anta» 
Dniſt, it muſt be confeſſed, that if he is not a Sharper; . 
is ar leaſt, very neat a · kin to one. by 
Thus much I have thought fit ta acquarnt. you with, 
in tegard to my Conduct in this Affair, which I hope 
will receive the Commendations of every honeſt welk 
meaning Man and fair Gameſter, and yours. in particu- 
lar, which is the greateſt Ambition o i 
Pour. ſincere Friend, and humble Servant. 
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TREA TIN 
ON | . 

The Game of WRAHIS r. 


OF; I HE Author of this Treatiſe did pres 
ECESI; miſe, if it met with Approbation, to 
make an Addition to it by way of 
APPENDIX, which he has done accord- 
ingly. N 

He has alſo fram'd an Artificial 
Memory, which takes not off your At- 
tention from your Game; and if required, he is ready 
to communicate it, upon the Payment of One Guinea. 

And alſo, He will explain any Caſes in the Book, up- 
on Payment of One Guinea more. | LS: 

It is neceſſary to premiſe, that thoſe who intend to 
read this Treatiſe, are defired to peruſe the following 
Calculations; and they need only charge their Memo- 
ries with thoſe that are mark'd with a NB. upon which 
the whole Reaſoning of this Treatiſe depends. 


L: 
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CALCULATIONS, directing with a moral Cer- 
tainty, to play any Hand, or Game, ſhewing the 
' "Chances of | your Partner's haviog 1, 2, 2 3 certain 


Sud. 
ö For E X 4 M P . ; 
J. I won'd know what is the Chance. of his having 
1 certain Card? ha 
Aer, 
That he has not, is NB. 0 1. 
II. I would know what are the Chances of his hw 
BY 2 certain Cards? | 
- | | : { Hnforgr. 4 * 
1 | 3 | againſt for 
5 ; tüm. him. 
That he has One of them only is. 1 31 to 26 
That he has not both of them - - 17 to 2 
But * 52 1 or both is about NB. 2; to 75 
III. I would alſo k now, what are the Chances of his 
| having 3 certain Cards? 


Anſwer. 
40 | . for agaiuſt 
3 i 2 2 "Tl 5 i ty l * 3 | him, him. 
= n he holds one $7: them only, is : 
1 325 for him, to 378 gainſt nim, 6 to 7 
. or about — | | 


That he has not 2 of them dady, fo = 
106 for him, to 547 nen him * to 6 | 
or about — | 
That he has not all 3 of chem is 22 | 
for bim, to 681 againſt him, or > 1 to 3r 
« £7 about | | ih 3 
But that he has 1 or 2 of them, is / XS, 
481 for him, to 222 againſt him, 13 to 6 
5217+ - QF about — \ | 
And that he has 1, 2. or al] 9 7 8 | | 
>» of-them is about VB. 5 
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bene ; Computation 
Money at the Game of W hilt. 


With the Deal. | 


1. Love — — — 11 0 10 


i — — 3 3 to 2 


1. 7 to 4 
£35 2 to I | of the Game, and i of the Lurch 2 to 1 
No, . 
8 | Ns RP wo > — 4 to "= 
9 i about - — 90 2 
With the Deal. 8 
2cto 1 ** — is 9: to 8 
3 100 ¹ © — 9 to 7 
436021 I ag — g to 6 
5 to 1 a — 9 to g 
6 0 11 — — 9 to 2 
. 8 — 3 101 
9 fo t is l N 8 i 
pay 4 © 5 | . With the Deal. * 1 
T7 - „ — ts 8 0 
4 to 2 ——— 91 ro 3 
5 19 | — — — 8 to 
GO to 2 — — 2 0 
2 „„ —ö — 8 to 3 
8.20 St £21 73 IL — 4 0 1 
ha 2 is about 1 FOO — — . 4 
— — g 1 1 1 | 17 6 . f Fat 


A Ds} / With the Deal. n 1 2 | $4 
#4 3. * 6 6 — | 


13 
3. 


A 2 26 t 


9 to 5 is about 


6 to 3 — — 7 to 4 
1 mn 7303 
8 to 3 —— 7 to 2 
9 to 3 — —⅛ — — 3 to 1 
: With the Deal. | 
5 to 4 — — 18 6 to 
6 to 4 m —— Thos 
7 to 4 — — — 2 to 

8 to $ : „ — Ol 
9 to 4 is about — — to 2 
— N a 

| With the Deal. 

6 to 5 —. is 5 to 4 
8 to 5 — — 2 


With the Deal. 


7 to 6 —— — is 


4 to 

8 to 6 — —— 2 

v — — 7 to 

—— —————_—_— * — —— 
| With the Dell. : | 

8. to 7 is above | ; to 2 

9 to 7 is about — 12 to 8 


— — ay? wake x | ; 
8 10 9, upon the beſt Computation made at Preſent, 
is about three and half in the Hundred, in Favour of 
eight with the Deal; againſt the Deal, the Odds is 
Ki:), tho' fmall, in Favour of eight. | 


_ The Laws of the Game at Warsr. 


1 Tf any Perſon plays out of his Turn, it is in the 
Option of the adverſe Parties, either to call the Card 
then played at any Time in that Deal (in caſe he does 


not make him revoke) or the Perſon who is to lead, may 


demand his Partner to name the Suit, which he would 
have him play from. 2. No 


* 
N 
. 


Tricks with four Houours, A tevokes; Zuery, What 


N e | 

„ 1. No Revokę to be claim'd, till the Trick is turned 
or the Patty who revoked, or his Partner, have playe 
ain, 5 1 be 
0 3. If a Revoke happens to be made, the adverſe Par- 
ty may take down three Poinis from the Scores, or add 
= Points to his own Score, or take three of bis Ads 
verſary's Tricks; the Reyoke takes place of any other 
Score of the Game 
4 A and B are. 9 Love, the next Deal they win 12 


* 


is the Penalty ? 33 
A and B are to (core ten Points, and the Adverſaries 


are to take down three Points from the Score, and A and 
Bito temain's on. 125 tf io ret 
5. If any calls at any Point of the Game, except 


the adverſe Party may call a new Deal. 


6. After the Trump Card is ſeen, no Body ought to 
remind his Partner to call. n 
7. If the Trump Card is ſeen, no Honours in the 


preceding Deal can be ſet up, unleſs they were clai med. 


8. If any Perſon ſeparates a Card from the reſt, either 


of the adverſe Parties may call it, provided he names it, 


and proves the Separation. 5 
9. Each Perſon ought to lay his Card before him afier, 
he has done fo, if either ofthe adverſe Parties mix their 
Card with his, his Partner is intitled ta demand each 
Perſon to lay bis Card before him. b FE 
10. No Pet ſon ought to demand what is the Tramp 
Card after he has played, becauſe it puts it in the Power 
of his Partner, (if he thinks fit) to name the wrong 
Card, | - 
11. If any Perſon revokes, and befote the Cards are 
turned, diſcovers it, the adverſe Patty may call eithet 
the Higheſt or the Loweſt of the Suit led. 
12. If a Card in dealing is turu'd up, it is in the Op- 
tion of the adverſe Patty to call a new Deal, unleſs they 
have been che Cauſe of turning up ſuch Card. 
1. If the Ace, or any other Card of any Suit is led, 
and that it thould happen that the laſt Player plays ont. 


3 | © 


+ £/ eee Pr n 


"Ty oo 
gur urn, whether his Partner has any of che Suit 
not provided you do not make him revoke) he 


\Or 
Is- neither. inticled to trump it, nor win that Trick. © 
14. If a Card is faced in the Pack, * muſt deal a 


ai except it be the laſt Card. 
* CHAP. I. 
' Some general Rules to be obſerved by ain 
1. 


hen/ you lead; begin with the beſt Suit in your 
| = zf you have a Sequence of King, Queen and 
Knave, or Queen, Kuave and Ten, they ate ſure Leads, 
and never fail gaining the Tenace to yourſelf gf 
in other Suits; aud begin wich ths higheſt 

, unleſs you have ee in Number; in Wt 


At Cafe 
play che loweſt (except in Trumps, when you muſt al- 
ways play the higheſt) in order to get Ace or King out 
of yout Partner's or Adverſaties Hands, * which 9 
8 you make room for your Suit. 
. 
1 you have os of the ſmalleſt Trumps, abs not one 
Card in the other Suits, trum out, which will 
ave this good Conſequence at leaſt, to make your 
Partner the laſt TOs and by that Means gives bim = 
Tenace. — 


I yon have two ſmall Trumps only, with Ace and 


h Ling of two other Suits, and a Deficiency of the fourth 
Suit, make as many Tricks as you can immedia ely; 
and if your Pari refuſes eithet of your Suits, do not 
mie him, becauſe that way weaken his Game too much. 
. . 
l | You need ſeldom revurn your Partner's Lead, fs you 
have good Suits of your own to play, uuleſs it be to en- 
4 deavour to ſave ot win a Game: What is meant by 
2 | good Suit is, in caſe you ſhould have Sequences of 
i" 1 58 Queen, and Kl ave, or _ as and . , 


** 


— 
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Ws 
Ik you have esch fife Tricks, and you ate aſſured of 
getting two Tricks in your. own Hand, do not fail 
winning them, in Expecta jon of fcoring 2 that Deal, 


| Becauſe, if you loſe the odd Trick, it makes 2 Diffe- 


rence, and you play 2 0 2 againſt yourſelf. 
An Exception to the foregoing Rule is, when you ſee 
a Probability, either of ſaving your Lurch, or winning 
the Game, in either of which Calcs you are to risk the 
odd Trick. e 
VI. 2. 
When you have a Probability of winning the Game, 


always risk.a Trick or two, becaule the Share ot the 


Stake, which your Adverſary has by a new Deal, will 
amount to more than the Point or two which you risk 


by ihe Deal. | | 


The foregoing: Caſe refers to Chap. VI. Caſe «i ;; 
vi. Yo 


If your Adverfary is.6 or 7 Love, and you are to 


lead, your Buſineſs in that Cafe is to risk a Trick ot 
two, in hopes of putting our Game upon an Equalicy 


therefore admitting you e the Queen or Knave, and 


1 other Trump, and no ood © aids in other Suits, play 
out your Queen or Knax. of Trumps, by which meaus 
you will ſtrengthen your Partner's Game, if he is (troug 


in Trumps ; if he is weak, you do him no Injury. 


| VIII. 

If you ate four of the Game, you muſt play for an 
odd Trick, becauſe it ſaves one halt of the Stake which 
you play for; and, in order to win the odd Trick, tho“ 
you are pretty itrong in Trumps, be cautious how' you 


irump out. What is meant by Strength in Trumps, is, 


in caſe you have one Honour and 3 lrumps. 
IX. 

If. you are 9 of the Game, and tho' very ſtrong in, 
Trumps, if you obſerve your Partner to have a Chance 
in :rumping any of your Advetſaries Suits; ib that Cafe 
do not trump out, but give him an Opportunity of 


4 tr ump- 


* 


> — F * 
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begin with a ſmall one, becauſe the Odds is of yout Side 


9 


0 : 


— 


89 


trumping thoſe Suits. If your Game 1s ſcored t, 25 or 


3, you muſt play che Reverſe; and at 5, 6, or 7, be- 
cauſe in theſe two laſt recited Caſes you play for more 
than 1 Point. | | AEDT, 


= 1 
If you are laſt Player, and find that the third Hand 


cannot put up a good Card to his Partner's Lead, ad- 


mitting yon have no good Game of your own to play, 
return the Lead upon the Adverſary, which gives ycur 


Partner the Tenace in that Suit, and often obliges the 


Adverſary to change Suits, and couſequently gains the 
Tenace in that new Suit allo. bs 

Ft XI. a : 
If you have Ace, King, and four ſmall Trumps, be- 
gin with a {mall one, becauſe it is an equal Wager that 


Four Partner has a better Trump than che laſt Player; 


af ſo, you have three Rounds of Truwps; if not, you 
cannot fetch out all the Trumps. | 5 
: XII. 
If you haye Ace, King, Knave, and three ſmall 
Trumps, begin with the King, and then play the Ace 
(except one of the Adverſaries refuſe Trumps) becauſe 
the Odds is in your Favour that the Qucen falls. 
3 „ 5 a 
If you have King, Queen, and four ſmall Trumps, 
that your Partner has an Honour, 
If you have King, Queen, Ten, and three ſmal! 


Trumps, begin wich the King, becauſe you have a fair, 
Chance hat che Knave falls in the (econd Round ; or 
you may wait to fiveſs your Ten upon the Retuin of 
Trumps from ycur Partner. 


* Refers to Chap. Vil. Calz 1, 2, 3. 
es 


If you have Queen, Knave, and four ſinall Trumps, 
begin with a {mall one, becauſe the Odds is in your Fa- 
your that your Partner has an Honour. | 


— 


XVI. If 


- 


* 


W 

8 

If you have Queen, Knave, Niue, and three ſmall 

Trumps, begin with the Queen, becauſe you have a 

fair Chance that the Ten falls in the fecond Round; or 

you may wait to fineſs the Nine. | 

* Refers to Chap. VII. Cale 1, 2, 3. 
1 WE | 


If you have Knave, Ten, and four ſmall Trum ps, be- 
gin with a {mall one, for rs Ons aſſigned in No.15, - 
r | | 
If you have Knave, Ten, and Eight, and three ſmall 
Trumps, begin with the Koave, in order to prevent the 
Nine from making a Frick, and the Odds is in your 
favour that the three Honours fall iu two Rounds. 
any 1 XIX. Pk 11 
If you have fix Trumps of atower Denomination, you 
ate to begin with the loweſt, unleſs you have Ten, Niue, 
and Eight, and an Honour turns up againſt you; in 
that Caſe, if you are to play thro the Honours, begin 
with the Ten, which . the Adverſaty to play his 
Honour to his Diſadvantage, or leaves it in your Pattnet s 

Option whether he will 2 it ot not. 5 
If you have Ace, King, Knave, and two {mall Trumps, 
begin with a ſwall one, for 8 Reaſons aſſigned in No. 18. 
e J. 4 (15539 
— If you have Ace, King, Knave, and two ſmall 
Trumps, begin with the King, which, next to a moral 
Cercainty, ſhews to your Partner, that you haye Ace and 
Knave remaining; and by putting the Lead into; yours 
Partner's Hind, he plays you a Trump, upon which 
you are to fivefs the nave, and no ill Conſequence can 
; ſuch Play, except the Queen lies behind you.” 
_ | . 
Refers to Chap. VII. Caſe 1, 2, 3 
If you have King, Queen, and three ſmall Trumps, 
begia with a ſmall one, fot Realons aſſigned in No 15. 


2 | XXIII; 


( 16 
XXIII. | 


| If you have King, Queen, Ten and two ſmall Trumps- 


begin wich the King, tor the Reaſons aſſigned in No,z1. - 


: n 
If you have Queen, Knave, and three ſmall Trumps, 

begin with a ſmall one, for the Reaſon aſſigned in No. 
15. 5 3 . | 

If you have Queen, Knaye, Nine, and two ſmall- 
Trumps, begin wich the Queen, for the Reaſons aſſign- 
ed in No. 16. | | 175 
5 Cage 


IN you have Knave, Ten, and three ſmall T rumps, 


begin with a ſinall one, for the Reaſons aſſigned in No. 
13. VV Ys 
þ : XXVII. 


14 
M 
* 


If you have Knave, Ten, Eight, and two ſmall” 
Trumps, begin with the Knave, becauſe in two Rounds ' 


of Trumps it is Odds but that the Nine falls; or upon . 


the Return of Trumps from your Partner, you may 


fineſs the Eight. i 8 
If you bave five Trumps of a lower Denomination, 


it is the beſt Play to begin with the loweſt, unleſs you 
have a Sequence of Ten, Nine, and Eight; in that Caſe, ' 


begin with the higheſt of the Sequence, l 
en | XXIX. 


If you have Ace, King, and two ſmall Trumps, be- 
ein with a ſmall one, for the Reaſons aſſigued in 


No. 1 5. XXX 4 


you have Ace, King, Knave, and one ſmall Trump, 


XXXI. | 
If you have King; Queen and two ſmall Trumps, 
begin with a ſmall one, for the Reaſon aſſigned in No 15. 
e 9323 NCTE. > 


: If you have King, Queen, Ten, and oneſmall Trump 
begin with the King, and wait for Return of Trumps 


from. 


* 


7 


begin with the King, ſor the Reaſons aſſigned in No. 21. 


4 


, 


in order to win the Knave. 
| XXXIII. Ne 
If vou have Queen, K nave, and Nine, and one (mall 
Trump, begia with the Queeu, in order to pievent the 
Ten trom making a 1 rick. 5 : 
4 | XXXIV. N 
If you have Knave, Ten. and two ſmall Trumps, be- 
gin with a {mall one, for the R. aſons aſligned iu No 15. 
> ++ FRO 
If you have Knave, Ten, and Eight, and one ſmall 
Trump, begin with che Knave, iu order to prevent the 
Nine from making a Trick. | r 
XXXVI. | 
If you bave Ten, Nine, Eight and 1 ſmall Trump, 
begin wich the Ten, which leaves it in your Partner's 
Dilcretion, whether be will paſs it or not. 
XXXVIL 54 
If you have Ten, and three ſmall Trumps, begin 
with a (mall one. 5 | | 


From your Partner, when you are to fineſs your Ten; 


CHAP. 1. 
Some Particular RULES to be obſerved. 


I. If you have Ace, King, and four fmall Trumps, . 
with a good Suit, you muſt play three Rounds of 
Trumps, or otherwiſe you may have your ſtrong Suit 
Trumped. 
II. If you have King, Queen, and four ſmall Trumps, 
with a good Suit, Trump out with the King, becauſe 
| whey you have the Lead again, you will bave three 
Rounds of Trumps. | : 
III. If you have King, Queen, Ten, and three ſmall 
Trumps, with a good Suit. Trump cut with, the . 
King, in Expectation of the Knave's falling at the ſecond 
Round; and do not wait to fineſs he Ten, for fear your 
ſtrong Suit thould be trumped. 5 © 
IV. If you have Queen, Krave, and three (mall _ 
1 Trumps, with a good Suit, trump out with a ſmall one. | 
| "7 ; N | v. K 8 


3 : * 
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Trumps, with a good Suit, trump out witty the Queen, 
in Expectation of the. Ter's falling at the ſecond Round; 


o 


and do ror wait ro:finefs the Nine, bat trump odt 4 
Fond time, for che Reaſons aſſigned in Cafe III. in 


this Chapter. 3 | 
VL. it you have Knave, Ter; and three ſmall Truwps, 
with'a goed Suit, ttump our with a ſmall one. 
vir If you. have Knave, Ten, Eight, and two ſmall 
Trumps, wih. a. ood Suit, trump out with the Knave, 
in Expectation the Nine's falling at rhe ſecond Round. 
VIII. If Yor have Ten, Nme, Eight, and one ſmall 
Trump, with a good Suit, trump ear with rhe Ten. 
> | CHAP. HI. 


e 


Panicalic & K MES, and the Monner in which they 


are to be played, after a Learner has made ſome 
Progreſs in the Game. 


1. Suppoſe” You are Elder in Hand, and that Vour 
Game conſiſts of King, Queen, and Knave of one Suit; 
Ace, King, Queen, and two ſmall Cards of another 
Suit ; King ang Queen. of the third Suit; and 3 ſmall 
Trumps: Query, How is this Hand to be played 
You ate to begin with the Ace of Your beſt Suit (or a 
Trump). which: informs Your Pattner, that. You have 
the Com mand of that Suit; but You ate not to 1 
with the King of the ſame Suit, but muſt play a Trump 
next; and if Vou find Your Partner has no 1 to 
ſupport You in Truwps, and that Your Adverſary, 
1 sto Your weak Suit, viz. the King and:Queen on- 
I, in that Caſe play the King of the Suit which belongs 
ta the beſt Suit; and if You obſerve a Probability of ei- 
ther of Your Adverſaties being likely to trump that 
Suit, proceed then and play the King of the Suit, of which 
you have King. Queen, and Knave: If it ſhould ſo happen, 
that your Adverſatics do not play to.your weakeſt Suit; 
in, that Caſe, tho apparenily your Partner can give ycu 
no Aﬀiſtauce in Trumps, purſue your Scheme of trump- 


4, 


ing out as oſten as the Lead comes in your Hand, by 


which 


7 


4 * 


do play the King; in tbat Caſe, do not trump it, buſt 


| | 1 © a 
which means, ſuppoſing your Partner to have but two 
Trumps, and that your Ad ver ſaties have four each, by 
three Rounds of Trumps, rhete remains only twe 
Trawps .agawlt you; .. onget gr nk 
II. Elder Hand, 


s $ 11 


„ SE. HI. Second Player. 9 2 * ef #24 J 
Suppoſe you have Ace, King, and two ſmall Trumps 
with a Quint-major of auorher Suit,; in the third Suit 
if you have three ſmall Cards, and in the fourth Suit 
one. Your Adverſary on your Right Hand begins with 
playing the Ace of your weak Suit, and then proceeds 


hrow away a loſing Card; and if be proceeds to | 
ihe, geen, throw away another loſiug- Card. do 
the like the fourth time, in hapes your. Partner may 
trump it, who will in that Caſe play a Trump, or wi 
Play to your ſtrong Suit; if Tiumps are played, yo on 
with them two Rounds, and then proceed to play you 
ſtrong Suit, by 3 if there bappens to Þ 


44 8 


P 


2 


e 


8 „ 
faur Trumps in one of the Adverſaties Hands, and two 
in the other; which is nearly the Cafe, your Partner be. 
ing intitled to have 3 Trumps out of the 9, conſequent- 
1 there remains only ſix Trumps between the Adver- 
ſaries; your ſtrong Suit forces their-beſt Trumps, and 
you have the Probability of making the odd Trick in 

_ your: own Hand only; whereas if you bad trumped 
one of your Adverſaries beſt Cards, you had fo weak- 

ned your own Hand, as probably not to make more 

than five Tricks, without your Partner's Help, 
IV. Suppole you have Ace, Queen, and three ſmall 

Tramps + Ace; Kuave, Ten, and Nine of another Suit; 

with two ſmall Cards of each of the other Suits: Your 

Parener leads to your Ace, Knave, Ten, and Nine; 

and as this Game requires rather to deceive your Adver- 

ſaries; than to infor m your Pattnet; put up the Nine, 
nich naturally leads the Adverſary to play Trumps, if 
le wins that Card. As ſdon as Trumps ate played 

t you, return them upon your Adverfary, keep · 

ing che Command in your owh Hand. If your Adver- 
fary, whio led Trumps to you, puis up a Trump which 
your Partner cannot win, if he has no good Suit of his 
own to play, he will tetutn y out Pattner's Lead, ima- 
er T lies between his Partner and yours; if 

is Fiveſs of youts ſhould ſucceed, you will be a great 
Gainer by it, but ſcartely poſſible to be a Loſer. 
v. Suppoſe you have Ace, King; and three ſmall 

- Tromps;' withia Quart from a King and two ſmall 
Cards of anorher Suit, and one ſmall Card on each of 
ide viher Suits; your Adverfary leads à Suit of which 
your Parrner has a Quart major; your Partner puts u 

the Nuave, and then proceeds to ply er Ac you re- 

fiuſt to chat Suit by playing your ſooſe Card; when your 

Darter plays. the King, your Right- hand; Adverſary 


ramps ir,” ſuppoſe with the Knave or Ten, do not overs 
"rind bim, which may probably loſe you two or 
*thros Tricks, by "weakening of your Hand: Bur if he 
 "Frads ro the Suit of which you have none, trump it, 
and chen play the lo weſt of your Sequence, in order to 


bet 


having Queen, Ten, and Nine, it is a Demonſtration, 


and you lead your King, your Partner (lays the-Kuave, 


3 Suppoſe you have. King, teen, and ma mote of 


| King wich the Ace for ſuppole ha is very ſtrong in 


: * 4 4 8 9 B 2 — Trumps, 


1 | 

get the Ace cither-out of your Parrner's or -Adverfaries 

nds ; which accompliſhed, | as ſdon as you get the 
Lead, play two Rounds of Trumps, and then proceed te 
play your ſtrong Suir. Iuſtead of your Advet ſaries 
playing to your weak Suit, if he ſhould phy Tramps, 
tlo you go on with them two Rounds, and then pro- 
ceed to get the Command of your ſtrong Suit. But 7e 
will ſeldom find this laſt Method practiſed, encept by 
moderate Players. e eee 7 


CHAP. IV. | 
Games to be ple ed with certain Obſer vatione, amber 
y von axe aſſured that your Partner bus n mono of 
the Suit played, either by yourfelf or bim + 
| 1. Firſt Example. WI | 
} Suppoſe you lead from Queen, Ten, Nine, and tur 
K 


mall Cards of any Suit? the ſecond Hand puts on the 
nave, your Partner plays the Eight: in this Caſe, you 


| 
1 
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if he plays well, that he can ave no more of that 
Suit. Therefore, by chat Diſeovety, you; may play 
your Game accordingly, either by fotcing him to trunip 
that Suit, if you are. ſtrong in Ttumps, or by playiag 
ſome other Suit. SA „ 4 
dals vo II. Second Example. 2 
. Suppoſe you have King. Queen, and Ten of a Suit, 


this demonſtrates that he has no mata of that Suit. 
Ul. Ibird Example, which varie from br two 


farmer. | 


a Suit, and you begiu with the Queen; in fome'Caſes 
it is good Play in a Partnet, when he has the A an 
oue {mall Catd in that Suit only, ta win his Partner's 


Trumps, by taking hisPartuer's/Kingiwichithg Ave, he 
trumps out, and after he bas cleared the Board of 


8 F 5259 ts . 


ly could not have been do 


RY | J * 

Trumps, he returns his Partner's Lead, and having 
rred wich che Ace of that Suit, he bas — 2 

of his Partner to make that whole Suit, which poſſi- 


ne if he had kept the Com- 
/ 4 Ht de voy 6 pots © 

And ſuppoſing his Partner has no other good Card 
in his Haud befides that Suit, he loſes nothing by rhe 


Kees rakibg of bis King; but if it thould ſo happen, 
r 


he has a good Card to bring in that Suit, he gains a 
the Tricks which he makes in chat Suit, by this Method 
of Play; and as your Pariner bas taken your King with 
the Ace, audtrumps out upon it, you have Reaſon to 
judge he has one of that Suit to return you; therefore 
2 not throw away any of chat Suit, even to keep a 


nA b. y. 


Particular Games both to endeavour to. deceive and 


_. diftveſs your Adverſaries, and to demonſtrate your 
mr ry. ²⁵—..tlt OT 


VVA 
Suppoſe I play the Ace of a Suit of which I have Ace, 
King. and three ſmall ones, the laſt Player does not 
chooſe to trump it, having none of the Suit; if I am 
not ſtrong enough in Trumps, I mnſt not Play out the 
King, but keep che Command of that Suit in my Hand 
by play ing of a ſmall one, which I muſt do in otder to 
” II. Second Example. e BAND 
- If a Suit is led of which T have none, and a moral 
Certainty that my Partner has not the beſt of that Suit; 


zn order to deceive the Adverſary, I throw away my 


ſtrong Suit; but to clear up Doubts to my Partner, when 
he has the Lead, I throw away my weak Suit. This 
Method of Play will generally ſuceeed, unleſs you play 
with very good Players, and even with them, you- Will 
- ofiner gain chan loſe by this Method of Play, 


4 1 ” 4 


T3 8-4 | * : CHAP: 


(3899) 1 


Particular Gaus to be played, by which you run ile 
Kit of loſing one Trick only, to gain three. 


eee au I. Firſt Example. cn 
| Suppoſe Clubs to be Trumps, a Heart is play'd by yout 
Advetſary; your Partner having none of that Suit, throws 
away a Spade; you ate then to judge his Hand is com- 
ofed of Trumps and Diamonds; and ſuppoſe you wit 
that Trick, and being roo weak in Trumps, you date 
not force him; and ſuppoſe you. ſhould have a King 
Knave, and one ſmall Diamond; and further ſuppo 


£ . 7 


your Partner to have Queen and five Diamonds in chat 
Caſe, by throwing our your King in your firſt Lead, an 
your. Knave in your ſecond; your Partner and you may 
win hve Tricks in that Suit; whereas if you had —55 
nall Diamond, and your Partnet's Queen having 
won with the Ace, the King and ve remaining im 
your, Hand, obſtructs his Suit: And tho he may have 
55 long Trump, yet by playing a ſmall Diamond, and 
is Jong Trump having been forced out of his Hand, 
you loſe by this Metho# of Play three Tricks in that 


Deal. 1 | 
II. Second Example. 


 * Suppoſe in the like Caſe of the former, you ſhould 


have Queen, Ten, and one ſmall Card in your Partner's 
ſtrong Suit; which is to be diſcovered by the former Ex- 
ample; and ſuppoſe your Partner to have Knave an 

five ſmall Cards, in his ſttong Suit ; you 1 the Lead 
are to play your Queen, and when you play again you. 
are 4 your 1055 and ſuppoſe him 1 as the Tong 
Trump, by this Method he makes foot Tricks in that 
Fuit; but ſhauld you play a ſmall one in that Suit, bis- 
Knave being gone, and the Queen remaining in your 


1 


Hand in the ſecond Round, of playing har Suit 
0 


the long Trump being forced out. of his Hand, the 


| . . remaining in our Hand obſttucts che Suit, by 
w 


which Niethod of Play 


you loſe three Tricks in that 


Wm, Tü 
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EE III. Third Example. 3 
Tf the former Examples you have been ſuppoſed to 
" Have had the Lead, and by that means have had an Cp- 

portunity of throwing out the beſt Cards in your Hand 
of your Partner's ſtrong Suit, in order to make room for 
the whole Suit; we will now ſuppoſe your Partner. is 
to lead, and in the Courſe of Play it appears to yau 
that your Partner has one great Suit ; ſuppoſe Ace, 
King,.and four ſmall ones, and. that you have Queen, 
Ten, and Nine, anda very ſmall one of that Suit; when 
your Partner plays the Ace, you are to play the Nine; 
when, he. plays the King, you are to. play the Ten; by 
which means you are to ſee, in the third Round, you 
make your Queen, and having a ſmall one remaining, 
yu do not obſtruct your Partner's great Suit, whereas 
be had kept your Queen and Ten, and the Knave 
Have fallen fromthe Adverſaries, you had loſt two Tricks 
J ̃Udꝓbtn f 

: Suppoſe in the Courſe of Play, as in the former Caſe; 
you find your Partner to have one Great . Suit, and 
that you, have King, Ten, and a ſmal! one of that Suit, 
your 5 leads the Ace, in that caſe play your Ten, 
and in the 2d Round your King; this Method is to pre- 
vent a Poſſibility of obſtructing your Partner's great Suit. 
ine „ i 
Suppoſe your Partner has Ace, King, and four ſmall 
Cards in his great Suit, and that you have Queen, Ten, 
and a ſmall Card in that Süit ; when he plays his Ace, 
do yau play your Ten; and when he plays his King, 
do you play your Queen, by which Method of Play you 
only risk one Trick to get Four. 
CCS IL OFT. font 77S 
We will now. ſuppoſe you to have five Cards of your 

© Partner's ſtrong Suit, viz. Queen, Ten, Nine, Eight, 
anda ſmall one 3. and that your Partner has Ace, King, 
and four ſmall ones; when yauy Partner plays the Ace, 
do you play your Eight; when he plays the King, do 
you play your Nine; and in the third Round, * body 
| ving 


Parcizular Games 70 be played when your Htoerſary 
and that you have King, Queen, and Ten, in order, to 


ſecond e that you: do not See ton REM 


King. it anſwers, the like purpoſe of the former Rule. 


| and ſuppoſe you ſhould-hold no Honour, in that Caſe 


(9+) 


kaviig any of that Suit, except your Partner and you; 
proceed then to play the Queen. and then che Ten; 
and having a [mall one remaining, and your Partner 
two, you thereby gain a Trick, Which you could not 
have done but by playing the high C ps wo ob 2 
Res Ra one to ply: to your anat. f. 


'CHAP. vu. 


FP 


turns up an Honour on your Right-band, with Dt 
rections bot to play when, an Honour 17 Lr up 
on your Left- Band. 1 


* Firſt Be, I 
8 "Suppoſe the * is turned up on your oY Hand, 


win the Knave, begin to play with your King, by which 
Method of Play, your. Partner may ſuppoſe yon to have 
Queen and Ten remainiog, eſpecially if you have a 


pour Queen. o «262x029 
II. Second Examples... *,, 

The Knave bing turned up as before, and DRE you 
bare Ace, Queen, and Ten, by playing of your Queen, 
it anſwers the like purpoſe of the former Rule. 

TH. Third Example. 

_ tbe Queea is turned up on your Right-hand, and 

Wat pon have Ace, King, and Knave, by playing your 


- 
4 
* 


7 IV. Furth Example... .. 
ae Hongexds turned up on your Leit-hand, 


dt are to play Trumps thro” that Honour; but in caſe 
ſhquld hold an Honour [except the Ace]you muſt 

e very cautious how you play Trumps, becauſe, in caſe 
your Partner holds no Honour, your Adverſary will 
play _ own n * you. 


2 CHAP. 
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co 


+ — 
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4 Cavs 70 — 35 my the __ of huet your | 
on 12 Fartner. 100 

1 1: 

V l. Suppoſe A Ae bes Gia 
major in Trumps, with a Quint- major, and. three {mall 
Cards of another Suit, and that A has the Lead; and 
15 us ſuppaſe thę Adverſaries Qand P to have. only five 

rumps in either Hand; 2 this Caſe, A having the 
Lead, wins every. Trick. 

II. Su ppoſe on the Contrary, wi having ve fmall 
Trumps, with a Quint-major, and three ſmall Cards of 
other Suit, and that C has the Lead, who forces A to 
Tru rump firſt, by w hich means A wins only five Tricks. 
East te denonſtrate the Advantage iy a Saw. 

III. Suppoſe A and B Partners, and that A has a 
Quart Major in Clubs, they being Trumps, another 
 Quart-mzjor in Hearts, another Quartinajor; in Dia- 
mondo, and the Ace of Spadet. And let us ſuppoſe. the 
Adverſaries Cand D to have the following Cards, viz; 
C has four Trumps, eight Heatts, and one Spade : D D 
Ras ſſoe Trumps and eight Diamonds, C being to lead, 
Plays an Heart, D — it; D plays a Diamond, & 
e it, and tus purſuing the Saw, each Partner 
a W gjor of A's and D being to play at 
he" Ninth rick plays a Spade, which C trumps; thus 

© by) D having won the nine frſt Tricks, leave A 
with his Quart-wajor in Trumps only r: 

The foregoing Ute ſhews, that whenever you gain 

the Advantage OE a SER: ow totes 


to paraded it. 


(u aue, in_this e . the . 
w dition WIPO'S. 5 8 
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Containing Variety of Casts, intermixed with 
\ CaLeuLartons, demonſtrating . when it is proper, 
at ſecond. Hand, to put up the King. Queen, Knave, 


or Ten, with one call Gard of am Suit, St. 
1 Suppoſe you, have four "ſmall Trumps , in- three 


other Suits you have one Trick ſecure in each of them 
and ſuppoſe your Partner has no Trump, in that Caſe 
the remaining nine Trumps mult be divided between 
your Adverſaries, ſuppoſe 5 in one Hand, and 4 in the 
other: As often as you have the Lead, play Trumps, 
and ſuppoſe you ſhould have four Leads, in that Caſe, 
you ſee, your Adverſaries make only five Tricks out of 
nine Trumps; whereas if you-had ſuffered them to make 
their Trumps ſingle, they might poſſibly have made 
nine Tricks. e SE 3 5 
By this Example you ſee the Neceſſity there is of. 
taking out two Trumps for one upen molt Occaſions, 
Vet there is an Exception to the foregoing Raule, 
hecauſe if you find in the Courſe. of Play that your Ad- 
verſaries are very ſtrong in any particular Suit, and 
that your Partner can give you no Aſſiſtance, in ſuch a 
Caſe yow are to examine your own, and alſo your Ad- 
verſaries Scores, becauſe by keeping. one Trump ia 
your Hand to trump ſuch Suit, it may be either a Means 
to ſave or win a Game. fron 1 | 3:62. - 
II. Suppoſe you have Ace, Queen, and two ſmall 
Cards of any Suit; your right hand Adverſary leads that 
Suit; in that Caſe, do not put up your Queen, becauſe 
it is an equal Wager that your Partner has a better Card 
in that Suit: than, the third Hand ; if ſo, you have 
the Command of that. Suit. 4 
An Exception-to-the ſoregoing Rule is, in Caſeyou 
want the Lead, that you. are to put up your Queen. 
III. Never chooſe to lead from King, Knave, and one 
ſmall Card in any Suit, becauſe it is 2 toi that 
your Partner has not the Ace, and allo 32 to 253 


8 . 


n 1 


diene DiveRtions for purring op of 
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or about five to four that he has the Ace or Queen; 
and therefore, as you have only about five to 
our. in your Favour, and as you. myſt have four 


ards in ſome other Suit; ſuppoſe the Ten to be 


che higheſt, lead that Suit, becauſe ir is an equal Wager 
that your Partner has a better Card in that Suit than 


the laſt Player; aud ifthe Ace of the firſt· mentidned 


Suit lies behind you, which is an equal Wager it ſhapld 


J0ô happen, in caſe your Partner lias it not, in chis Caſe, 


on your Adverſaries leading this Suit, you probably 
make two Tricks in it by this Method of Play. 
IV. Suppoſe in the Courſe of Play it appears to you, 
that your Partner and you have four or five Trumps re- 
matning, when your Adverſaries have none, and that 
der have no winning Card in your Hand, but that you 


ave Reaſon to judge your Partner has a Thirteenth: 
Card, or ſome. other winning Card in his Hand; in 


that Caſe play a ſmall Tramp, to put the Lead into his 


. Hand, in order to throw away any loſing Card in your 
' Hand, upon. ſuch the thirteenth or other good Card. | 


ſecond Hand, King, 


4 


to hring in his ſtrong Suit e | 
II. Suppoſe: you have a Queen and one ſmall Card 


of any Suit, and that your-Righe-band Ad verſary leads 
that Suit; do not put on your Queen, becauſe, ſuppoſe 


the Adverfary has led from the Ace and Ruave, in that 


Caſe, upon the Return of that Suit, -your Adverſary 


fineſles the Kuave, which is generally good Play, eſpeci- 
ally if his Partner has played che King, you thereby 
make: yqut Queen; but by puttiug on the Queen, it 


thews your Adverſary that you have no Strengeh in that 


Suit, 


16 


Suit, and conſequently puts him upon fineſſing upon, 


your Partner throughout che whole Suit. : 
III. In the former Examples: you have been informs 
ed when it is thought proper to put op the Kiug ot 
Queen at ſecond Hand; you are like iſr to obterve, 
in caſe you ſhould have the Krave or Ten of any Suit, 
with a [mall Card of the ſame Suit, it 45 generally bad 
Play to put up eithet of them at ſecond Hand, becauſe 
it is 5 to 2 that the third Hand has either Ace King, or 
Queen of the Suit led; it herefote follows, that as 


the Odds againſt you is 5 2, aud hougn you ſhould 


ſacceed' ſometimes by this Method of Play, yet in the 
main'you muſt be a Loſer, becauſe ir demunſtrates to 
your Adverſarics that you are weak in that Suit, and 


conſequem ly they fineſs upon your Partner throughout | 


the whole Suit. . | . 
IV. Suppoſe you have Ace, Kiug and 3 ſmall Cards 
of a Suit, your Right- Hand Adverfary leads that Suit; 
upon which you play your Ace, and your Partner plays 
the Knave; in caſe you are ſtrong in Trumps, you are 
to return a mall one in that Suit, in order to Kt yout 
Partner trump it; and this Couſequence attends ſuck 
Play, viz, You keep the Command of that Suit in 
your own Hand, and at the fame time it gives your _ 
Partner an Imtimation that you are ſtrong in Trumps, 


and therefore he may play his Game aecordiugly, eit 


in attempting to eſtabliſſi a Saw, or by trumping our 
to you, if he has either Strength in Trumps, or the 
Command of the other Suits. F s 
V. Snppoſe A and B's Game is ſcored 6, the Adver- 
ſaries C and D is ſcored 7, and that 9 Cards are play- 
ed out, of which A and B have won 7 Tricks, and 
ſuppoſe no Honours ate reckoned in that Deal; in this 
Caſe A and B have won the odd Trick, which puts 
their Game upon an Equality; and ſuppoſe A to have 
the Lead, and that A has two of the ſmalleſt Trumps 
remaining, with two winning Cards of other Suits; aud! 
ſoppoſe C aud D have the two beſt Trimps between 
them, wich two other winning Cards in their Hands: 


Query, 


a, 7 Cie PEPE: 
very; How are yeu to play this Game It is 1126 
| 1 © has not the — th and Aikewile 11 10 
3 that D has them not; the Odds being ſo much in 
A's Favour r ry — whey TE ec is Bis | 1 to 
lay a Trump; for ſuppoſe the Stake to be 70 4. depen- 
you A an rhe OS if he e 
Met bod of Play ; but ſhould be play the cloſe Game, 
by forcing C ot D to trump fitſt, he having won the 
odd Trick already, and being ſure of winning two 
more in his own Hand, by this Method his Game will 
be ſcored -g to 7, which is about 3 to 2, and thetefote 
A's Share of the 70 /. will amount only to 42 J. and by 
this Method A only ſecures 7 J. Pre ſi but in the other 
Caſe, upon Suppoſition that A and B have 11 10 3 of the 
Stake depending, as aforeſaid, by playing his Trump, 
ke is intitled to 55 J. out of the 70 4. der ending. 
- The foregoing: Caſe being duly. attended to, may be 
?pplicd to the like purpoſe, in other parts of the Game. 
4 CHAP. XI. | | 
Some Directions bow to play when an Ace, King, or 

Queen are turned up on your Righinband, &c. 
1. Suppoſe the Ace is turned up on your Right.hand, 
and e have Jen and Nine of Trumps — with 
Ace, King, and Queen of another Suit, ' and eight Cards 
of no Value: Query, How muſt this Game be played? 
Begin with the:Ace-of the uit of which you have Ace, 
EKing, and Queen, which is an Information to your 
Partner, that you have the Command of that Suit; 
then play your Ten of Trumps, becauſe it is 5 10 2 that 
your Partner has King, * or Knave of Trumps; 
and tho' it is about to 2 tha: your Pat rner has not two 
Honours, yet, ſhould he chance to have them, and they 
prove to be King ard Knave; iuthat Caſe, as your Patt- 
ner will paſs your Ten of Trumps, and as it is thitteen 
to twelve againſt the laſt Player for holding the Queen 
of Itumps, upon ſuppoſition your Partner has it not; 
in that Caſe, hen your Partner bas the Lead, he plays 
8819 to 
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to your ſtrong Suit, and upon your having the Lead, 
you are to play the Nine of Trumps, which pus it in 
your Partucr's Power to be almoſt certain of winning 
the Queen, if he lies behind it. 
The foregoing Caſe thews, that turning up of an Ace 
Againſt you, may be made leſs beneficial to your Advere 
lar ies, provided you play by this Rule. 
II. If. the King or Queen are turned up on your 
Right-hand, the like Method of Play - may be made uſe 
of; but you ate always to diſtinguiſh the Difference of 
your Partner's Capacity, becauſe a good Player will 
make a proper Uie of {uch Play, but a bad ove ſeldom, 


if ever. 


IH. Suppoſe the Adverſary on your Right-hand leads 
the King of Trumps, and that you Thould have the Ace 
and four ſmall Trumps, with a good Suit: in this Caſe 
it is your Intereſt to paſs the King; and tho he ſhould 
have King, Queen, and Knave of Trumps, with one 


more, if he is a moderate Player, he will play the (mall 


one, imagining, that his Partner has the Ace; when 
he plays the ſmall one, you are to pals it, becauſe it is 
an equal Wager that your Panner has a bettet Trump 
than the laſt Player; if ſo, and he happens to be a to- 
lerable Player, he will judge you have a good Reaſort 
for this Method of Play, and <onſequently, if he has z 
third Trump remaining, he will play it, if not, be 
will play his beſt Saite. =} Ol 
IV. A Critical Gaſe o win an odd Trick. 
Suppoſe A and B Patt vers agai i ſt C and D, and ſup= 


poſe the Game to be Nine all, and ſuppoſe all the 
Trumps are played out, A 


ing the laſt Player, bas 


the Ace and four other Imall Cards of a Suit in his 


Hand, and one thirteenth Card remaining ; B has only 


two ſmall Cards of A's Suit; C has Queen and two other. 
ſmall Cards of that Suit: D has King, Knave, and one 

ſmall Card of the fame Suit. A aud B have won three 
Tricks, C and D bave won four Tricks; it therefo'e 
follows, that A; 1s to win four Tricks out of le fig 
Cards in his Hand, 2 to win the Game 


* 
* 


* 
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leads this Suit, and D puts up the King; A gives bim 
that Trick, D returns that Suit; A paſſes it, and C 
puts up his Qucen; thus C and D have won fix Tricks, 
and C imagining the Ace of that Suit to be in his Part- 
ner's Hand, returns it, by which means A wins the four 
laſt Tricks, and conſequently the. Game. 

W. 


Suppoſe you' ſhould have the King and five ſmall 
Trumps, and that your Right-hand Adverſary plays the 
Queen; in that Caſe do not put on your King, becauſe 
it is an equal Wager that your Partner has the Ace; 
and ſuppoſe your Adverſary thon'd bave Queen, Knave, 
Ten, and one ſmall Trump, it is alſo an equal Wager 
that the Ace lies ſihgle, either in your Ad ver ſary's Hand 
or Pattner's, in either of which Caſes it is bad Play to 
put on your King; but if the Queen of Trumps is led, 
and that you ſhould happen to have the King, with two 
ör three Trumps, it is the beſt Play to put on the 
King, becauſe it is good Play to lead from the Queen 
and one ſmall Trump only; and in that Caſe, ſhould 

our Partner have the Knave of Trumps, and your 
Left-hand Adverſary hold the Ace, your neglecting io 


z 


put on the King, is the Loſs of a Trick, 
enn . 


The Ten or Nine being turn d up on your Right 
band, &c. | 


I. Suppoſe the Ten is turn'd up on your Right-hand, 
and that you have King, Knave, and Nine, and two 
ſmall Trumps ; wich eight other Cards of no Value, 

and thar it is proper for you to lead Trumps ; in that 
Caſe, begin with the Knave, in order to prevent the 
Ten from making of a Trick; and tho' it is about five 
to four that your Partner bolds an Honour, yet if that 
ſhou'd fail. by fineſſing the Nine on Return of Trumps 
from your Pat ner, you have the Ten in your Power. 
II. The Nine being turned up on your Right-hand, 
and bat you ſhon'd haye Knave, Ten, Eight, and two 
fmall Tramps, by 1-adiog the Kyaye, it anſwers the likg 
Futpoſe of the ſormet Cale, = 
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III. You are to make a wide Difference between 2 
Lead of Choice and a forced Lead of your Partner's, 


becauſe in the firſt Caſe he is ſuppoſed to lead from 
his beſt Suit, and finding you deficient in that Suit, and 
not being ſtrong enough in Trumps, and not daring to 
force you, he then plays his next beſt Suit, by which 
A'teration of Play it is the next to a Demonſtration 
that he is weak in Trumps ; but ſhould he perſevere, 
by playing off his firſt Lead, if he is a good Player, yow 
are to judge him ſtrong in 'Trumps, and it is a Directi- 
on for you to play your Game accordingly. | 
IV. There is nothing more pernicious at the Game 
of Whiſt, than to change Suits often, becauſe in 
every new Suit you-run the Risk of giving your Ad- 
verſary the Tenace; and therefore, tho' you lead from 
a Suit of which you have Queen, Ten, and three 
ſmall ones, and your Partner puts up the Nine only, 
in that caſe, if you ſhould happen to be weak in 
Trumps, and that you have no tolerable Suit to lead 
from, it is your beſt Play to purſue the Lead of that 
Suit, by playing your Queen, which leaves it in your 
Partner's Option whether he will trump it or not, in 
caſe he has no more of that Suit; but in your ſecond 
Lead, in caſe you ſhould happen to have the Queen or 
Knave of any -other Suit, with one Card only of the 
ſame Suit, it would be better Play to lead from your 
Queen or Knave of either of thoſe Suits, it being 5 
to 2 that your Partner has one Honour, at leaſt in ei- 
ther of thoſe Suits. | Th 
V. If you have Ace, King, and one ſmall Card 
of any Suit, with four Trumps ;. if your Right-hand 
Adverſary leads that Suit, paſs it, becauſe it is an 
equal Wager that your Partner has a better Card in thac 
Suit than the third Hand; if ſo, you gain a Trick by 
it; if otherwiſe, as you have four Trumps, you need 


not fear to loſe by it, becauſe when Trumps are play- 


ed, you may be ſuppoſed to have the Long Trump. 
„ C A +, CS. 
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# Caurron not to part with the Command of your 

Adverſary's great Suit, &e. 3s 
I. In eaſe you are weak in Trumps, and that it does 
not appear that your Partner is very ſtrong in them, 
be very cautious how you part with the Command of 
your Adverſary's great Suit: For ſuppoſe your Adver- 
fary plays a Suit of which you have King, Queen, and 
one {mall Card only, the Adverſary leads the Ace, 
and, upon playing the ſame Suit, you play your 
Queen, which makes it almoſt certain to your Partner 
that you have the King; and ſuppoſe your Partner 
refuſes to that Suit, do not play the King, becauſe 
the Leader of that Suit, or his Partner, have the 
Long Tramp, you risk the loſing of three Tricks to 
get one. 

II. Suppoſe your Partner has ten Cards remaining 
In his Hand, and that it appears to you, that'they con- 
Ait of Trumps, and one Suit only; and ſuppoſe you 
mould have King, ten, and one ſmall Card of his 

i  Arong Suit, with Queen and two ſmall Trumps3 
nin this cafe, you are to judge he has five Cards of 
ce ach Suit, and therefore you ought to play out the 
King of his ſtrong Suit, and if you win that Trick, your 
next beſt Play is to throw ont the Queen of Trumps ; 
if that likewiſe comes home, proceed to play Trumps; 
this Method of Play may be made uſe of at any Score 
of the Game, except at 4 and 9. OT 

De Tur turned up to be Remembered. 
III. It is fo neceſſary that the Trump turned ap 
Mon'd be known and remembered, both by the Deat- 
er and his Partner, that we think it proper to obſerve, 
That the Dealer ſhou'd always fo place that Card, as to 
be certain of having Recourſe to it: For, ſuppoſe it to. 
be but a 5, and that the Dealer has two more, viz. the 
6 and 9, if hie Partner Trumps out with the Ace and 
King, he ought to play his 6.and ; becauſe, let us 
Wuppoſe your Partner to have Ace, King, _— 


629 + 
* ſmall Trumps, in this Caſe, by your Partner's know 
ing you have the 5 remaining, you may win man 
Tricks, 4 
IV. Your right-hand Adverſafy leads a Suit, of 
which you have Ten,. and two ſmall ones; the third 
Hand puts up, the Knave, _ your Partner wins it with 
the King; when your Right-hand leads that Suit again, 
and plays a ſmall one, do you put on your. Ten, becauſe 
it may fave your Partner's Ace, upon Suppoſition that. 
your Right-hand Adverſary led from the Queen; you 
will ſeldom fail of Succeſs by this Method of Play. 
V. Suppoſe you have the beſt Trump, and that the 
Adverſary A has one Trump only remaining, and that 
it appears to. you that your Adverſary B has a great 
Suit; in this. Caſe, tho' you permit A to make his 
Trump, yet by keeping the Trump in your Hand, you 
prevent the Adverſary B from making his great Suit; 
whereas, if you had taken out A's Trump, it had made 
only one Trick difference, but by this Method you pro- 
bably ſave three or four Tricks. ee ee 
The Following CASE happens frequently. 
VI. That you have only two Trumps remaining 
when your Adverſaries have only one, and it appears 
to you that your Partner has one great Suit, in this | 
Caſe always play a Trump, tho” you have the worſt ; [ 
becauſe by removing the Trump out of your Adverſa- | 
ry's Hands, there can be no Obſtruction to your Part- 
ner's great Suit. | | 
VII. Suppoſe you ſhou'd have three Trumps when 
no body elſe have any, and that you .ſhou'd have only 
four Cards of any certain Suit remaining; in this Caſe . 
play a Trump,.which ſhews vour Partner that you have 
all Trumps, and alſo gives youa fair Chance for one 
of your Adverſaries to throw away one Card of the 
afareſaid Suit; by which means, ſuppoſing that Suit to 
have been once led, and one thrown away. makes five, 
and four remaining in your Hand makes. nine, there 
being only four remaining between three Hands, and 
your Partner having an equal Wager to hold a better 
. Card 
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Eard in that Suit than the laſt Player; it therefore fol- 
lows that you have an equal Chance to make three 
Tricks in that Suit, which probably could. not have 
been done but by this Method of Ply.  _ 
VII. Suppoſe you have five Trumps and fix ſmall 
Cards of any Suit, and yoware to lead; the beſt Play 
is to lead from the Suit of which you have fix, becauſe, 
as you are deficient in two Suits, your Adverſaries will 
r trump, out, which is play ing your own Game 
or yon; whereas, had you begun with playing. 
Trumps, they would force you, and conſequently de- 
Aroy your Game. Fe | 


FF 

Some” 5/5 the TagarisE in Manuſcript, di/- 
be laſt Winter, having defired a further 
. Explanation concerning the playing , Sequences,. 
, they are explained inthe following Manner. 

L fo Trumps you are to play the higheſt of your 
Sequences, unleſs you ſhould have Ace, King, and Queen, 
in -that Caſe play. the loweſt, in order to let your 
Partner into the State of your Game, Rn, 

II. In Suits which are not Trumps, if you have a 
Sequence of King, Queen,. and Knave, and two ſmall 
ones; whether you are ſtrong in Trumps or not, it is 
the beſt Play to begin with the Knaye, becauſe, by 
getting the Ace out of any Hand, you make room 
Tor the whole Suit. .. - 
III. And in cafe you are ſtrong in Trumps, ſup- 
poſing you ſhould have a Sequence of Queen, Knave, 
Ten, and two ſmall Cards of any Suit; in that Caſe- 
you ought to play the higheſt of your Sequence, be- 
' cauſe if either of the Adverſaries ſhould trump that 
ſuit in the ſecond Round, by being ſtrong in Trumps, 
you fetch out their Trumps, and conſequently make 
the Remainder of that Suit. | „ 

The like Method may be taken, if you ſhould hap- 
pen to have a Sequence, by Knave, ten, nine, and 
two. {mall Cards of any Suit. Wr 


* 
IV. If you have a Sequence of King, Queen; 


Knave, and one {mall Card of any Suit, whether you 
are ſtrong in Trumps, or otherwiſe, play your King; 
and do the like by any inferior Sequences, if you have 


only four in Number. 


V. But if you ſhould happen to be weak in Trumps, 


you muſt always begin with the loweſt of the Se- 


quence, in caſe you ſhould have five in Number; for 
ſoppote your Partner to have the Ace of that Suit, 


he then makes it; and where lies the Diffetence,. 


whether you or your Partner win a Trick? For if you 
had the Ace and four ſmall Cards of any Suit, and are 


weak in Trumps, and led from that Suit; if you play 
well, you ought to play the Ace; if you are very 
ſtrong in Trumps; you may play your Game as back- 


ward as you pleaſe ; but if you are weak in Trumps, 


you muſt play the Reverſe. 

VI. Let us explain what is meant by being ſtrong 
or weak in Trump. vo. 
If you have Ace, Ning, and three ſmall Trumps. 
King, Queen, and three {mall Trumps. 

Queen, Knave, and three ſmall Trumps, . 

Queen, Ten, and three fmall 'Frumpe.. 
| Knave, Ten, and three ſmal} Trumps. 

Queen, and four ſmall 'Tramps. 
* Knave, and four ſmall 'Frumps. 
In any of the aforeſaid Caſes, you may be under- 
ſtood to be very ſtrong in Trumps, and therefore you: 
may play by the foregoing Rules, being morally aſ- 
ſured of having the Command in Trumps. * 

If you have two or three ſmall Trumps only, we 
underſtand you to be weak in them. 

VII. What Strength in Trumps intitles you to force 


your Partner at any Point of the Game, 


Ace, and three ſmall 'Trumps. 
King, and three ſmall Trumps. 
Queen, and three ſmall Trumpe.. 
Knave, and three ſmall Trumpe. oY 
VIII. If, by Accident, either you: or the Adver- 
. * ſaries 
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ſaries have-forced your Partner (tho you are weak in 
Trumps) if he has had the Lead, and does not chooſe 
to trump out, force him on as often as the Lead comes 


into your Hand, unleſs you have good Suits of your 


- own to play. 18015 PIT ö 

IX. If you ſhould happen to have only two or three 
ſmall Trumps, and that your Right- hand Adverſary 
leads a Suit of which you have none, trump it, which 
is an Information to your Partner that you are weak 
in Trumps. . > 


X. Suppoſe you | have Ace, Knave,. and one ſmall 


Trump, and that your Partner trumps to you, ſuppoſe 
ſrom the King and three ſmall Trumps, Query, Whe- 


ther it is the beſt Play to put on the Ace or Knave? 


And ſuppoſe your Right-haud Adverſary has three 
Trumps, and that your Left-hand Adverſary has the 
like Number; in this caſe, by finefling of your Knave, 
and playing your Ace, if the Queen is on your Right- 
hand, you win a Trick by it; but if the Queen is on 
your. Left-hand, and you ſhould play the Ace, and 
then return the Knave, admitting your Left-hand Ad- 
verſary puts on the Queen, which he ought to do, it 
is above 2 toi that one of the Adverſaries have the 
Ten, and conſequently you gain no Trick by playing 
_ MET 5 3 3 
XI. If your Partner has led from the Ace of Trumps, 


and ſuppoſe you ſhould have King, Knave, and one 


{mall Trump, by putting on your Knaye, and return- 
ing the King, it anſwers exactly the like Purpoſe of 
the former Rule. | 


In other Suits, you may practiſe the like Method. 2505 


XII. If you are ſtrong in Trumps, and that you have 
King, Queen, and two or three ſmall Cargs in any other 


Suit, you may lead a ſmall one, it being 5; to 4 that your 


Partner has an Honour ia that Suit; but if you are 
weak in Trumps, you ought to begin with the King. 

XIII. If your right-hand Adverſary leads a Suit of 
which you have King, Queen and two or three ſmall 
Cards of the ſame Suit, you being ſtrong in Trumps, 


may 


n 
may paſs it, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the Aird 


Hand; if not, by your ſtrength of Trumps, you need 


not fear making that Suit. 
XIV. If your right-hand Adverſary leads a Suit of 


which you have King, Queen, and one ſmall Card 


whether in Trumps or not, put on the- Queen: Alſo 
if you have Queen, Knave, and one ſmall Card, put on 
the Ten. By putting up the ſecond Beſt, as aforeſaid; 
your Partner has an Expectation of your having a better 
Card, or Cards, in the ſame ſuit ; and, by recourſe to 
the Calculations annexed to this Treatiſe, he may be 


able to judge what are the Odds for and againſt him. 


XV. If you ſhould have Ace, King, and two ſinall 


| Cards in any Suit, being ſtrong in Trumps; if yous 


Right-hand Adverſary leads that Suit, you may paſs it, 


becauſe it is an equal Wager that your Partner has 4 


better Card in that Suit than the third Hand; if ſo, 


you gain a Trick by it: if otherwiſe, you need not 


—.— to make your Ace, and King. by your Strength in. 
ru 


XV. If you ſhou'd hive the Ace, Nine, Eight, — 


one ſmall Trump, and that your Partner leads be Tem 


in that Caſe paſs it, becauſe, unleſs the three Honours 


lie behind you, you are ſure of making two Tricks 


do the like; if you ſhou'd have the King, Nine, Eight, 
and one ſmall Trump; or the Queen, Wen * and 
one ſmall Trump. 

XVII. Ia arder to ae your neden if 
your Right-hand Adverſary lead from a Suit, ef which. 
you have the Ace, King, and Queen, or Ace, King, 
and Knave, put on the Aces: becauſe that encourages 
the Adverſartes to play that Suit again: And tho' you 
deceive your Partner by this Method of Play, you alſo 
deceive your Adverſaries, which is of greater Conſe- 


quence in this Caſe ; becauſe if you had put on the- 
loweſt of the Terce-major, or the Knave in the other- 


Suit, your A1 hand N had made a Diſcovery, 


that 


— — 
96 9 * * ( tia „ * 
7 * 


. * 
* 
* EY 
» ' & 
? * 3 4 


- that the Strength of that Suit was againſt him, and 


conſequently wou'd have changed Suits. FOO 
XVIII. -Suppoſe you have Ace, Ten, and one ſmall 
Card of any Suit; alſo the Ace, Nine, and one ſmall 
Card in any Suit; Query, which of theſe Suits ought 
you to lead from? Anſwer, From the Suit of which 
you have the Ace, Nine, and one {mall Card; for 
this Reaſon, it being an equal Wager that your Part- 
ner has a better Card in that Suit, than the laſt Player; 
if not, let us then ſuppoſe that your Right-hand Adver- 
ſary leads ſrom the King or Queen of the Suit, of which 
you have the Ace, Ten, and one ſmall Card: in 


that Caſe, it is an equal Wager that your Partner 
| has a better Card in tbat Suit than the third Hand; if 


that happens to be the Caſe, upon the Return of the 
Suit you lis tenace, and conſequently ſtand a fair 
Chance for three Tricks in that Suit. 


A Caſe to demonſtrate the Tenace: 


l. Let us ſuppoſe that & and B to play at To- 
handed Whiſt, and let us ſuppoſe A to have the Ace, 


Queen, Ten, Eight, Six, and Four of Clubs, which 
in cafe B always leads, are fix ſure Tricks. Let us ſup- 


poſe he has the ſame Hand in Spades, which, in caſe B 
always leads, are ſtx ſure Tricks. We ſuppoſe B-hag 


the Remainder of theſe two Suits. 
Let us ſuppoſe B to have the ſame Hand in Hearts 


and Diamonds, as A has In Spades, and Clubs, and thae 


A has the Remainder of the Hearts and Diamonds, 
which, in caſe A always leads, are twelve ſure Tricks 
alſo to B. ? 6 1001 Een n [63 
The foregoing Cafe ſhews that both Hands are ex- 
actly equal; and therefore let one of them name his 
Trumps, and lead, he wins thirteen Tricks only. 
But if one names the Trumps, and the other leads, he 
that names the Frumps ought to win fourteen Tricks. 
Thoſe who would attain to the Playing of Whiſt to 


Herfection, muſt not be content only with being a Ma- 


ſer of the Calculations: contained in this Treatiſe, and 
alſo an exact Judge of all the general and * 
aſes 


Caſes in the ſame, but be a very punctual Obſerver of 


ſuch Cards as are thrown away, both by his Partner 
and Adverſaries, and at what time: Whoever attends 


cloſely to theſe Particulars, is the moſt likely to at- 


tain their End. 
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Progreſs in the Game. | 12 * 
CHar. IV. Games te be played with certain Oblerva- 
tions, whereby gou are aſſured that your Partner 
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